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The Opportunity for “Easy Money” 
Working in Gaming? 
• “Miss R., You’re pretty…Why don’t you become a 
cocktail waitress at a casino? You would make more 
money than teaching.”  
• – A ten year-old girl in Henderson, NV; a student quote 
as relayed during conversation in 1999 by Miss Laura 
R., a 4th grade teacher.  
• With a freshly minted master’s degree in education and 
six years classroom experience, Miss Laura R. was 
pulling in $33,000 gross annually. A contemporary 
cocktail waitress at a mid-range to premium property 
was pulling in 2x to 3x her salary 
 
Dishwasher to GM Myth and the “New 
Normal Economy” Reality 
• The gaming hospitality business traditionally has 
been one in which an individual might succeed 
without the requisite education level attainment 
of other labor endeavors.  
• Yet, the storied and occasionally actualized 
dishwasher to property General Manager path is 
becoming increasingly difficult for an individual in 
the gaming industry to traverse without some 
form of formal, credential building 
secondary/higher education.  
Opportunity Cost of Not Seeking 
Education Has Been Minimized 
One might argue that not only has the casino 
gaming industry not historically valued formal 
education amongst front-line and even 
managerial personnel, some entities and 
personnel within the gaming hospitality field 
have actually acted, if not hostilely toward, at 
least with some degree of an adversarial 
mindset and suspicion of individuals with “too 
much book learning.”  
Misguided Learning Experiences and 
Wrong Lessons 
• While few would discount the assertion that 
there are few substitutes for experience as an 
integral part of the learning experience, 
learning-by-doing (i.e., Dewey-like experiential 
education or “on-the-job” training) can convey 
the “wrong” lessons if the source material is 
factually or philosophically erroneous.  
Dr. Eadington’s Reasoning for Casino 
Formalized Gaming Education 
• The  rational for casino gaming 
curriculum development is 
partially explained by one of 
the founding change-agents, 
the late Dr. William R. 
Eadington of the University of 
Nevada, Reno's, College of 
Business. Dr. Eadington 
reasoned a decade ago: 
 
• “There is not another industry 
in the world that has 
experienced a transformation 
like that of the casino industry 
over the past 40 years. This 
process has had dramatic 
effects on the required skills of, 
and demands on, the casino 
executive. 
•  Indeed, the modern casino 
executive needs to have 
expertise in more fields than 
most other executives. “ 
A Warning from Dr. Eadington on NOT Adopting 
Gaming Education to Curriculum 
• If career preparation is a fundamental tenet of 
a hospitality program's mission, and if the 
geographic area has substantial prospects for 
gaming employment, then NOT offering 
gaming education could be a serious 
omission” (Cummings 1996). 
 
Professionalization of the Industry 
• In tandem with the rationale provided by Dr. 
Eadington is the increasingly accepted 
construct of proving mastery of the depth and 
breadth of gaming industry knowledge by 
developing a universal set of standards 
(Hashimoto, 1999) to make gaming 
management more “professional” and to 
mitigate legacy stigma.  
Professional Accreditation 
• Recent efforts have been 
attempted by the Association of 
Casino Enterprise Management 
Executive organization to develop 
some type of professional 
accreditation similar to the 
lawyer’s bar exam or the 
accountant’s CPA evaluation. 
•  Further, ACEME would serve as a 
clearinghouse of educational 
materials to ensure that a 
common body of information was 
being disseminated to casino 
management education students. 
Lack of Demand for Education as a 
Victim of Gaming’s Financial Success  
• The majority of casino operations, while not 
performing on “the financial frontier” of maximizing 
outputs while minimizing inputs and potentially 
“leaving (some opportunity driven) money on the 
table,” were sufficiently successful in terms of 
providing reasonable ROI or adequately meeting the 
goal of any commercial endeavor, “maximizing profits 
to the firm” and thus beliefs and actions established 
and intuitively propagated by the “old guard” were 
adopted.  
• In short, maybe, in the not so distant past, gaming 
education was not a necessary precursor to an 
individual or organization’s success.  
The Old Ways are Fading Fast 
• In an environment that has become 
increasingly competitive over the last three or 
four decades; mirroring a period of 
jurisdictional proliferation and near ubiquity 
of gaming entertainment, gaming education 
will no longer merely provide an incremental 
edge, but will be fundamental to the 
respective success of individual gaming 
professionals and to the organization(s) to 
which they contribute. 
 
Advice with a Caveat 
  
• “Most careers in casino management do not necessarily 
require bachelor's degrees. Nevertheless, several related 
professions to casino management do require 4-year 
degrees, including management positions in public 
relations, human resources, marketing and promotions. 
Casinos are often connected to restaurants, clubs and 
hotels, and some management positions at these locations 
also require bachelor's degrees. Many of these related 
careers require academic training from different fields. 
However, individuals can minor in casino management to 
gain a better understanding of the gaming industry” 
(Diplomaguide.com). 
•   
 
Seeking as Opposed to Needing 
Knowledge 
• The partial reality is that the 
over-whelming front-of-the 
house division of labor’s 
day-to-day responsibilities 
do not lend themselves to 
an individual requiring more 
than a basic education 
•  A housekeeper, a croupier, 
or front desk agent needs 
to only understand the 
policies and procedures of 
their own workspace.  
• However, an employee is 
potentially more valuable if 
he or she understands the 
dynamics of how 
departments are 
interrelated and integrated. 
Better yet, if he or she not 
only maintains familiarity, 
but also is cross trained to 
perform adequately in 
other departments / roles.  
The Labor Statistics Breakdown 
• Employment data for gaming services occupations 
• Occupational Title SOC Code Employment, 2010  
•     
• Gaming Services Occupations — 177,100  
• Gaming Managers 11-9071 3,300  
• Gaming Supervisors 39-1011 36,100  
• Slot Supervisors 39-1012 18,900  
• Gaming Dealers 39-3011 91,000  
• Gaming and Sports Book Writers and Runners 39-3012
 15,300  
• Gaming Service Workers, All Other 39-3019 12,400  
• SOURCE: U.S. Bureau of Labor Statistics, Employment 
Projections program  
 
 
“Everybody Can’t be on Top” -  
• With only 22% of individuals 
holding the rank of 
“supervisors or managers” 
and only 2% with the 
pinnacle title of “manager,” 
4/5th of the employees 
found at a gaming property 
would be academically 
overqualified for their 
respective positions should 
they seek further gaming 
hospitality instruction.  
• However, the gaming 
hospitality environment is 
far greater than just a 
casino based facility proper. 
What is not conveyed is all 
of the gaming tangential 
employment (as alluded) 
that not only requires 
generally levels of higher 
education but also, it may 
be argued, would benefit 
from gaming specific 
instruction.  
Buttress Employment  
• Gaming product and service suppliers (e.g., slot 
manufacturers, direct marketing houses, point-of-
sale system providers) and the multitude of 
auxiliary and ancillary revenue stream venues 
under roof on a property allowing for the “Mirage 
Effect” in terms of gross revenue allocation (e.g., 
night clubs, theaters, retail, spas, golf courses) 
demand individuals comprehend not only specific 
to respective industry knowledge, but also 
general gaming knowledge to effectively 
contribute to the optimization of a modern, 
integrated casino resort.  
Variety of Educational Offerings 
• It is necessary to understand that there is not a 
universal “best” educational solution.  
• From brief, on-line courses leading to certification and 
programs offered by vocational/”trade” schools and 
community colleges (culminating with an associate’s 
degree) to four year B.A. and B.S. degrees in hospitality 
and related educational fields, there are, as noted, 
multiple educational offerings. 
• Interestingly, “Master’s Degrees in casino management 
are not available” (Education-Portal).  
Life Long Learning Professionals and 
Industry + Academic Partnering 
• As life-long learning professionals, industry 
members may also participate in the 
increasingly popular cooperative / partnership 
concentrated seminar programs or even have 
on-premise learning led by academic faculty. 
 
Two Limiting Factors 
• Ivancevich et al identify two limiting 
factors to gaming education keeping 
up with the spread of the gaming 
industry.   
• “More and more universities are 
trying to add gaming courses or 
gaming programs to their curricula. 
But how can a university expand its 
curriculum to include gaming courses 
in an environment where qualified 
gaming faculty are scarce, and how 
does a university decide the scope 
and complexity of the courses offered 
when gaming is still not widely 
accepted as a mainstream field of 
study?” (Susan H. Ivancevich 2012)  
Gaming Hospitality Education as a Hybrid of vocational 
(technical, applied) and academic (abstract, theoretical)  
• “The common purpose of higher education institutions 
is to develop new knowledge, to convey existing 
knowledge and to contribute to the social good by 
applying knowledge to important issues (DeBats and 
Ward, 1998)…  
• Particularly in vocational areas, an intellectual 
movement gradually arises from a practical base, to 
develop a theoretical emphasis. University cooperation 
with industry organizations, particularly those 
connected to newly emerging disciplines, can inform 
and hasten that discipline's development. This, in tum, 
increases and improves that university's educational 
offerings.(Breen and Hing 2012) 
 
Bless Mississippi’s Heart 
• It is a bit disconcerting when a premier, legacy gaming 
state such as Mississippi, nearly 21 years after 
permitting the state to greatly benefit from the 
economic development tool that are casinos, still 
maintains legislators that allow for the following 
scenario, as written about in an article about the 
expansion of gaming education in Mississippi’s public 
universities on March 13, 2013 in an article published 
in the Mississippi Business Journal, of a systemic 
misunderstanding of what gaming education is and is 
not inclusive.  
  
 
Legislator Read Speaks Out 
• “During House debate, Rep. Becky Currie, R-
Brookhaven, asked Read whether colleges and 
universities need the Legislature’s permission 
to offer casino courses. Read said they do, and 
he specified that schools would not be 
allowed to teach people how to play 
blackjack or other casino games” 
(MississippiBusinessJournal). 
 
Too Bad Legislator Read Did Not Think 
Through What He Said 
• This sentiment expressed by Read is on par with allowing a car 
repair class to learn how everything on a car, except for the engine, 
works.  
• The legislator would be correct in insisting that the teaching of 
dealing cards or serving the game duties of a Roulette croupier 
probably does not have a place in an academic environment so 
much as it should be delegated to community colleges or vocational 
schools (public or private).  
• However, understanding game math (e.g., vigorish, frequency, 
volatility), mechanics/procedures (i.e., standard operating 
procedures), performance analysis constructs such as “drop”, “hold” 
and “win” and table games and slots role in game mix is integral to 
understanding practical operational elements from game protection 
to marketing and promotions. 
•   
 
Casinos and Education as Tools of 
Economic Stability / Development 
• Casinos, like public universities, are tools to ensure a 
state’s long-term economic stability/development and 
assist with a state’s citizenry’s self-sufficiency.  
• The objective of state preservation leads to the central 
tenant of this writing.  
• To be fully effective, gaming education must provide a 
state with a value propositions. 
•  A quid pro quo scenario is essential, as gaming 
education as an element of general education, is 
receiving less and less external (non-tuition) funding.  
Three Expenditures of Effort 
• Logic suggests three efforts best underwritten by gaming 
host states and by the casino operations themselves. 
• A base argument is that gaming education should be 
supported (not only financially, but also by access to 
resources) by commercial gaming establishments in the 
same manner that there is, in some jurisdictions, 
mandatory funding for problem gaming education, 
historical preservation (e.g., Deadwood, SD), communal 
efforts (e.g., Atlantic City’s Casino Reinvestment 
Development Authority), and/or potential negative 
externality funding (e.g., as planned to be implemented in 
Massachusetts as a sort of safe-guard, long-term impact 
fee) has been contractually obligated to the possessors of 
privileged gaming licenses. 
 
Immediate Returns May be Realized 
• Funding for gaming hospitality education, unlike 
historic preservation or funding drug and alcohol 
addiction assistance efforts, may be understood as 
having an element of immediate future and current 
work-force re-investment.  
• One of the premier challenges with nascent gaming 
markets is that (too often) “home grown talent” is 
simply not substantially present to effectively and 
efficiently operate gaming hospitality endeavors; 
subsequently, “ringers” are often imported into the 
market and their knowledge base is grafted onto the 
“foreign” locales. 
 
Offering an Advantage for Same State 
Education Graduates 
• The first condition that might be agreed upon 
contingent for the distribution and or continuation of a 
privileged license is that graduates from a within state 
recognized gaming hospitality education program be 
provided preferential hiring and on-job promotion 
(i.e., hiring within) status.  
• While this construct might initially seem radical, it has 
precedent with other state mandated (casino) 
spending and hiring practices and, more importantly, 
provides an almost immediate added value to 
traditional and non-traditional (e.g., returning, part-
time) students to complete a program in state.  
 
Recognize and Reward Educational 
Achievement 
• Secondly, educational accomplishment (during 
employment) has to be recognized and rewarded.  
• To leverage casino employee’s educational 
accomplishments, human resources should fully 
understand, if the casino subsidized, in what courses 
employees were enrolled.  
• Additional skill sets gained through gaming hospitality 
education, especially from individuals who are in the 
gaming business as a “second career” (after military 
retirement for example) can be converted to prime 
contributions to the alluded intellectual bench strength 
of a property.  
HR Capitalization on Personnel’s 
Educational Accomplishment 
• To paraphrase the organizational design thought 
leader, James Collins, the gaming property or company 
has employees “riding on the bus”, but has not 
assigned the optimal seat to maximize (for the benefit 
of the operation) his or her dynamic skillset. 
•  The reality of the “new normal” economy is that 
individuals who have changed job paths often have 
pursued additional, formal hospitality education at 
some time in their careers. 
• Unless a “skills audit” is conduction on new-hires and 
current employees, HR might not effectively capitalize 
on their under-roof “hidden” human capital 
resource(s).  
 
Elevating Pay and Rank as Correlated 
with Educational Goal Attainment 
• Lastly, even if individual casinos are not willing or 
fiscally able to provide tuition reimbursement (on 
condition of attainment by the student of an agreed 
upon grade; level of achievement), there should at 
least be some benefit or reward for those who take it 
upon themselves to, by their knowledge gains, increase 
the intellectual bench strength of a property, or in the 
case of individuals at the corporate office or working 
for suppliers, the communal knowledge base of their 
respective entities. 
•  Many other fields, such as education and even the 
military, provide pay and employment grade elevation 
for those who reach certain educational milestones.  
 
Gaming Revenues Will Continue to be 
Collected…How are These Monies Best Used? 
• Host communities or government taxing agencies do not 
treat casinos like widget making factories, clothes selling 
stores, or health care service providers.  
• Rather, casinos are taxed jurisdictionally at different rates 
from other economic producers and are, more often than 
not, somewhat unwilling default partners with governing 
bodies that permit their existence and have, in some cases, 
governments become reliant on gaming revenue as a 
means of replacing or supplementing mandatory collected 
taxes. 
- (Gaming revenue is often considered to be the result of   
     a “voluntary tax”.)  
“Tax”achusetts 
• The emerging market of Massachusetts 
provides an interesting example of some of 
the “costs of doing business” for which casinos 
are singled out, along with a few select other 
“vice” industries, and are forced to “pay to 
play” if they wish to conduct their operations 
in a specific jurisdiction.  
 
Why Wasn’t Money Set Aside For 
Education “Home Grown” Talent Too? 
• “In Massachusetts, to receive a license, operators must also 
negotiate local development impact agreements with host 
communities to defray the costs of municipal infrastructure 
improvements and service delivery directly related to casino 
development.  
• The legislation also sets aside 5 percent of Gross gaming Revenue 
(GGR), $50 million annually, in a community Mitigation trust Fund to 
further assist host and surrounding communities to address the 
local impacts of casino development, and another $50 million 
annually in a Public Health trust Fund for treatment and education 
programs related to problem gambling and alcohol and drug abuse.  
• The casinos are also required to cover the full costs of state 
regulation and enforcement, which will be conducted through an 
independent gaming control authority and a new division of 
Enforcement and investigation in the attorney general’s office” 
(Barrow 2008). 
 
Ask and Ye May Receive 
• It is difficult to imagine a neighborhood hardware store, dog 
grooming service or dental office agreeing to these limiting terms.  
• Thus, legislatively ensuring that a state that offer’s gaming has a 
self-reliant, “home grown” talent pool via gaming hospitality 
education underwriting is not so far fetched a concept or policy 
suggestion. 
• Providing gaming education, at all levels from cooperative industry 
and academia coupled seminars to undergraduate degrees, for both 
traditional and returning students who wish to further their careers 
through education, fulfills a key objective of any state government 
(i.e., to spur economic development); the same impetus to why 
casinos have been allowed to proliferate from Nevada in 1931 and 
Atlantic City in 1976 to Massachusetts in 2013  
A Sort of Multiplier, Progressive Refund 
• To conclude, if casino gaming is going to be 
isolated as a “more than fair share” revenue 
provider to permitting government bodies, 
then education, job placement and increased 
job security and growth might as well be 
beneficiaries of the casino’s (forced) largesse.  
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